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Conditions of Purchase 
 

Purchase of this multi-client study is on a nonexclusive basis.  This study has not been 
commissioned or contracted for by any one person or organization.  The information contained is 
confidential to the purchaser, and the purchaser agrees not to circulate or loan the study in whole 
or in part to: their subsidiaries or divisions, industry trade associations (if not the purchaser), the 
general public, the media, nor other parties not belonging to their company, agency or 
organization.  Unauthorized reproduction and dissemination which is discovered by DFC 
Intelligence (the publisher) shall constitute grounds for legal prosecution and damages under U. 
S. copyright law. 
 

DFC Intelligence has made every attempt to verify the accuracy and completeness of 
information in this study from sources we believe to be reliable.  It is understood, however, that 
our estimates, forecasts, opinions and recommendations represent the judgment of our analysts, 
based on the best information available at the time of publication.  It is recommended that 
purchasers also consult other available business sources and not rely solely on this analysis as the 
basis for major strategic, financial, or management decisions.  DFC Intelligence makes no 
warranty or representation, either expressed or implied, with respect to the information in this 
report.  In no event will DFC Intelligence be liable for direct, indirect or consequential damages 
resulting from any defect or inaccuracy in this report, even if advised of the possibility of such 
damages. 
 

Information about specific companies is not intended to be a complete description, nor of 
their securities, nor is this study an offer to buy or sell such securities.  DFC Intelligence’s 
liability, if any, shall not exceed the amount paid for this study. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
2009 DFC Intelligence, a California Corporation.  All rights reserved.  No part of this report may be sold, reproduced, or transmitted 
in any form or by any means, including photocopying, recording, or by any information storage and retrieval system, without the 
written permission of DFC Intelligence.  This report is for individual use only.  Redistribution requires a site license. 
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About This Report 
 
This report is based on a review of historical trends and opinions of leading members of the video 
game industry, including analysts, consultants, developers, publishers, retailers and consumers. 
This report has been prepared by utilizing a variety of primary and secondary research techniques 
including: telephone and personal interviews; analysis of market surveys, trade journals and 
company literature; extensive database searches; and DFC Intelligence’s original compilations 
and analysis.   
 
A DFC Intelligence report is more than a collection of raw statistics.  We carefully scrutinize and 
analyze data from a variety of sources.  The result is a comprehensive overview that puts facts 
and figures in context. Anyone who has attempted to collect figures for the online game industry 
knows that is difficult to obtain accurate statistics.  We have studied market surveys, investment 
analyst reports and other sources of industry information.  Our statistics and forecasts are based 
on the careful analysis of the available research, a great deal of which is contradictory.  In many 
cases, we made assumptions based on the best available information.  We feel our figures 
accurately reflect past and future market conditions.  At the very least, these numbers track the 
industry trends and accurately estimate the market share of the various players. 

 
.    

 
 
 



 4 

Table of Contents 
 

I. PORTABLE GAMES OVERVIEW ........................................................................................... 8 

II. THE HISTORY OF PORTABLE GAMING ...................................................................... 14 

III. PORTABLE SYSTEM HARDWARE.................................................................................. 19 

A. NINTENDO GAME BOY ............................................................................................................. 23 
B. ATARI LYNX ............................................................................................................................. 24 
C. NEC TURBOEXPRESS ............................................................................................................... 24 
D. SEGA GAME GEAR .................................................................................................................... 25 
E. NINTENDO VIRTUAL BOY ......................................................................................................... 25 
F. SEGA NOMAD ........................................................................................................................... 25 
G. TIGER GAME.COM ..................................................................................................................... 26 
H. SNK NEO GEO POCKET COLOR ................................................................................................ 26 
I. BANDAI WONDERSWAN ........................................................................................................... 26 
J. NINTENDO GAME BOY ADVANCE ............................................................................................ 27 
K. NOKIA N-GAGE ........................................................................................................................ 28 
L. NINTENDO DS ........................................................................................................................... 29 
M. SONY PSP ............................................................................................................................. 32 
N. TIGER TELEMATICS GIZMONDO ............................................................................................... 34 

IV. PORTABLE SOFTWARE .................................................................................................... 35 

A. OVERVIEW ................................................................................................................................ 35 
B. GAME GENRES .......................................................................................................................... 38 

1. Role-Playing Games (RPG) ................................................................................................. 45 
Traditional RPG ....................................................................................................................... 45 
Simulation/Virtual Pets: From Tamogotchi to the Sims........................................................... 48 
Action RPG .............................................................................................................................. 50 
Interactive Storytelling ............................................................................................................. 51 
MMOGs .................................................................................................................................... 52 

2. Strategy ................................................................................................................................. 53 
Training and Brain Games ........................................................................................................ 53 
Card Collecting ......................................................................................................................... 55 
Turn Based Strategy ................................................................................................................. 56 
Traditional Card and Board Games .......................................................................................... 57 

3. Casual Games: Action, Puzzle and Character Based .......................................................... 57 
Action Puzzle Games ............................................................................................................... 58 
Casual Action ........................................................................................................................... 59 
Arcade Action ........................................................................................................................... 60 

4. Character Based: Ports and Licenses .................................................................................. 61 
5. Traditional Console Genres: Action, Sports, Fighting, Racing ........................................... 63 

C. PORTABLE GAME CONSUMER .................................................................................................. 65 
D. KEY PORTABLE DESIGN AESTHETICS ...................................................................................... 69 

1. Four Key Portable Game Features ...................................................................................... 70 
a.  Portable Game Systems = Unique Game Genres ................................................................ 70 
b.  Ease of Use .......................................................................................................................... 70 
c.  Innovation in Controls ......................................................................................................... 71 
d.  Multiplayer .......................................................................................................................... 72 

2. Hardware Design: The DS Difference ................................................................................. 73 



 5 

3. Hardware Design: The PSP Difference ............................................................................... 75 
4. Hardware Design: Mobile Phones ....................................................................................... 76 

E. PORTABLE SYSTEMS: MULTIPURPOSE DEVICES, GOING ONLINE AND BEYOND GAMES ......... 76 
1. Multipurpose Devices ........................................................................................................... 77 

Universal Media Disc (UMD) Format and PSP Movies .......................................................... 79 
Cartridge/Flash Memory .......................................................................................................... 80 

2. Competing with Apple: Game Systems as Multifunction Devices ........................................ 82 
3. Online Connectivity .............................................................................................................. 88 

Subscription Model and Working with MMOGs ..................................................................... 89 
Advertising and Portable Games .............................................................................................. 90 
Digital Distribution and Portable Games .................................................................................. 90 
Nintendo DS Online Features ................................................................................................... 91 
Sony PSP Online Features ........................................................................................................ 93 

V. BUSINESS MODELS FOR PORTABLE GAME PUBLISHING ......................................... 94 

A. THIRD-PARTY PUBLISHER PORTABLE GAME REVENUE ........................................................... 98 
1. THQ Portable Game Sales ................................................................................................... 98 
2. Electronic Arts Portable Game Sales ................................................................................... 99 
3. Activision Portable Game Sales ......................................................................................... 100 
4. Konami Portable Game Sales ............................................................................................ 102 
5. Take Two Interactive Portable Game Sales ....................................................................... 103 

B. PORTABLE GAME SALES MODEL BREAKDOWN ..................................................................... 105 
1. Nintendo DS and Game Boy Advance Revenue Models ..................................................... 105 

Revenue Breakdown from Major Hit Title for Nintendo DS ................................................. 106 
Revenue Breakdown from Solid Hit Title for Nintendo DS .................................................. 106 
Revenue Breakdown from Modest Success Title for Nintendo DS ....................................... 107 
Revenue Breakdown from Average Performing Title for Nintendo DS ................................ 107 

2. Sony PSP Revenue Models ................................................................................................. 108 
Revenue Breakdown from Major Hit Title for Sony PSP ...................................................... 109 
Revenue Breakdown from Solid Hit Title for Sony PSP ....................................................... 109 
Revenue Breakdown from Modest Success Title for Sony PSP ............................................ 110 
Revenue Breakdown from Average Performing Title for Sony PSP ..................................... 110 

VI. PORTABLE MARKET SALES AND FORECASTS: 2001-2014 ................................... 111 

A. OVERVIEW .............................................................................................................................. 111 
B. FORECAST OVERVIEW ............................................................................................................ 113 

1. North America Portable Market Forecasts ........................................................................ 114 
2. Europe Portable Market Forecasts .................................................................................... 125 
3. Japan Portable Market Forecasts ...................................................................................... 136 
4. Worldwide Portable Market Forecasts: 2001-2014 ........................................................... 147 

 
 



 6 

Index of Tables 
 
Table 1 Active Worldwide Installed Base of Portable Game Systems: 2001-2014 ............................. 13 
Table 2 Nintendo Portable System Hardware Sales: 1989-2008.......................................................... 19 
Table 3 Portable Game System Hardware Comparison ....................................................................... 20 
Table 4 Major Portable System Releases ............................................................................................. 21 
Table 5 Key Feature Comparison: DS, DSi, PSP, PSP Go .................................................................. 22 
Table 6 Nintendo DS Form Factors ...................................................................................................... 31 
Table 7 Sony PSP Form Factors ........................................................................................................... 34 
Table 8 Worldwide Top Portable Game Software by Revenue: 1989-2008 ........................................ 36 
Table 9 Worldwide Portable Game Software by Revenue: The Best of the Rest: 1989-2008 ............. 37 
Table 10 Nintendo DS Expected Sales by Genre ................................................................................. 39 
Table 11 Sony PSP Expected Sales by Genre ...................................................................................... 42 
Table 12 Nintendo Pokemon Franchise Titles ..................................................................................... 46 
Table 13 Final Fantasy Titles for Portable Systems ............................................................................. 47 
Table 14 Nintendo Legend of Zelda Portable Titles ............................................................................ 50 
Table 15 Nintendo Game Boy Demographics: 2000 ............................................................................ 66 
Table 16 Sony PSP Demographics ....................................................................................................... 67 
Table 17 Nintendo DS Demographics .................................................................................................. 68 
Table 18 The Top Rated Nintendo DS Titles ....................................................................................... 74 
Table 19 The Top Rated Sony PSP Titles ............................................................................................ 75 
Table 20 Phone Features: Comparing Apple iPhone, iPod Touch Nintendo DS and Sony PSP .......... 83 
Table 21 Game Features: Comparing Apple iPhone, iPod Touch, Nintendo DS and Sony PSP ......... 84 
Table 22 Music Features: Comparing Apple iPhone, iPod Touch, Nintendo DS and Sony PSP ......... 85 
Table 23 Internet Browsing Features: Comparing Apple iPhone, iPod Touch, Nintendo DS and 
Sony PSP .............................................................................................................................................. 86 
Table 24 Social Networking Features: Comparing Apple iPhone, iPod Touch, Nintendo DS and 
Sony PSP .............................................................................................................................................. 87 
Table 25 Nintendo Portable Game Revenue: 2001-2009 ..................................................................... 95 
Table 26 Nintendo Portable Game Revenue: 2001-2009 USD ............................................................ 95 
Table 27 THQ Portable Game Sales by Platform 2003-2009 .............................................................. 98 
Table 28 Electronic Arts Portable Game Sales by Platform 2001-2009 .............................................. 99 
Table 29 Activision Portable Game Sales by Platform 2001-2008 .................................................... 100 
Table 30 Activision Blizzard Portable Game Sales 2008 ................................................................... 100 
Table 31 Konami Portable Game Unit Sales by Platform 2000-2009 ................................................ 102 
Table 32 Take Two Interactive Portable Game Revenue 2004-2006 ................................................. 103 
Table 33 Take-Two Interactive Portable Game Publishing Revenue 2006-2008 .............................. 103 
Table 34 Nintendo DS/Game Boy Advance Portable Unit Sales Model ........................................... 105 
Table 35 Nintendo DS/GBA Revenue Model: Major Hit .................................................................. 106 
Table 36 Nintendo DS/GBA Revenue Model: Solid Hit ................................................................... 106 
Table 37 Nintendo DS/GBA Revenue Model: Modest Success ........................................................ 107 
Table 38 Nintendo DS/GBA Revenue Model: Average Performer ................................................... 107 
Table 39 Sony PSP Portable Unit Sales Model .................................................................................. 108 
Table 40 Sony PSP Revenue Model: Major Hit ................................................................................. 109 
Table 41 Sony PSP Revenue Model: Solid Hit .................................................................................. 109 
Table 42 Sony PSP Revenue Model: Modest Success ....................................................................... 110 
Table 43 Sony PSP Revenue Model: Average Performer .................................................................. 110 
Table 44 North America Hardware Unit Sales of Portable Systems: 2001-2014 .............................. 114 
Table 45 North America Hardware Revenue of Portable Systems: 2001-2014 ................................. 114 
Table 46 North America Software Unit Sales of Portable Systems: 2001-2014 ................................ 116 



 7 

Table 47 North America Software Revenue of Portable Systems: 2001-2014 .................................. 116 
Table 48 Total North America Portable Market: 2001-2014 ............................................................. 119 
Table 49 Active North America Installed Base of Portable Game Systems: 2001-2014 ................... 121 
Table 50 Cumulative North America Installed Base of Portable Game Systems: 2001-2014 ........... 121 
Table 51 Europe Hardware Unit Sales of Portable Systems: 2001-2014 ........................................... 125 
Table 52 Europe Hardware Revenue of Portable Systems: 2001-2014 ............................................. 125 
Table 53 Europe Software Unit Sales of Portable Systems: 2001-2014 ............................................ 127 
Table 54 Europe Software Revenue of Portable Systems: 2001-2014 ............................................... 127 
Table 55 Total Europe Portable Market: 2001-2014 .......................................................................... 130 
Table 56 Active Europe Installed Base of Portable Game Systems: 2001-2014................................ 132 
Table 57 Cumulative Europe Installed Base of Portable Game Systems: 2001-2014 ........................ 132 
Table 58 Japan Hardware Unit Sales of Portable Systems: 2001-2014 ............................................. 136 
Table 59 Japan Hardware Revenue of Portable Systems: 2001-2014 ................................................ 136 
Table 60 Japan Software Unit Sales of Portable Systems: 2001-2014 ............................................... 138 
Table 61 Japan Software Revenue of Portable Systems: 2001-2014 ................................................. 138 
Table 62 Japan Portable Market: 2001-2014 ...................................................................................... 141 
Table 63 Active Japan Installed Base of Portable Game Systems: 2001-2014 .................................. 143 
Table 64 Cumulative Japan Installed Base of Portable Game Systems: 2001-2014 .......................... 143 
Table 65 Worldwide Hardware Unit Sales of Portable Systems: 2001-2014 .................................... 147 
Table 66 Worldwide Hardware Revenue of Portable Systems: 2001-2014 ....................................... 147 
Table 67 Worldwide Software Unit Sales of Portable Systems: 2001-2014 ...................................... 149 
Table 68 Worldwide Software Revenue of Portable Systems: 2001-2014 ........................................ 149 
Table 69 Total Worldwide Portable Market: 2001-2014 ................................................................... 152 
Table 70 Active Worldwide Installed Base of Portable Game Systems: 2001-2014 ......................... 154 
Table 71 Cumulative Worldwide Installed Base of Portable Game Systems: 2001-2014 ................. 154 
 
 


